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H H CLASS & LEVEL PLAYER NAME
Meriele Moondrifter
Half-Elf (Variant; Moon EIf or ¢ Astral Drifter (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
—— —
y N
ﬂ) -1 Strength \ / \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+2_ Dexterity
8 O +2 Constitution +2 13 1 O
O _+1_Intelligence
® +2 Wisdom INITIATIVE CLASS \ HIT POINTS /
® +5 Charisma / y, 98 , \
— Immunities - Magical Sleep successes OO0
DEXTERITY
Advantage against being charmed, FAILURES O=O=O
and magic can't put you to sleep
14 \ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROWS ) 1
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ = Light Armor
[CONSTITUTION] O _*2 Acrobatics DEX \ N - WEAPONS ===
) ) PROFICIENCY BONUS - - .
| o _+o Animal Handiing wis j Longbow, Longsword, Shortsword, Simple
® _+3 Arcana INT = Weapons
O -1 Athletics STR = —r === LANGUAGES ===
O _+3  Deception CHA ABILITY SAVE DC | Celestial, Common, Deep Speech, Elvish,
pom— PN Giant
N —— ® _+3  History INT
INTELLIGENCE .
® _+2  Insight wis (/ \
30 ft. (Walkin
12 O +3 Intimidation CHA ( 9)
O _+1  Investigation INT
’@ O +0 Medicine wis \ SPEED /
O +1 Nature INT ) PROFICIENCIES & TRAINING
' wispom Y O +o Perception wis , N\
QO _+3  Performance CHA === ACTIONS ===
l O ) Standard Actions
O _*3_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help,
L Hide, Ready, Search, Utilize, Opportunity Attack,
3
° ® 13 Religion INT Grapple, Shove, Improvise, Two-Weapon Fighting,
> 3 O _*2_ Sleight of Hand DEX Interact with an Object, Study, Influence
QO _+2  Stealth DEX
CHARISMA QO _+0_ Survival wis
17 o
c___
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L SKILLS )/ \ ACTIONS )
7 N
10 PASSIVE PERCEPTION Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60), Booming Blade: Thunder, 1d8 Thunder
Dagager +4 1d4+2 Piercin Simple, Finesse, Light, Thrown, Nick, Range (20/60), Booming Blade: Thunder, 1d8 Thunder
12 PASSIVE INSIGHT 99 9
Sickle +1 1d4-1 Slashing  simple, Light, Nick, Booming Blade: Thunder, 1d8 Thunder
11 PASSIVE INVESTIGATION .
Eldritch Blast +5 1d10 Force VIS
Darkvision 60 ft. Ray of Frost +5 1d8 Cold VIS
< Fire Bolt +5 1d10 Fire VIS 7
SENSES L N\ WEAPON ATTACKS & CANTRIPS y
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=== WARLOCK FEATURES === You have proficiency with the longsword, shortsword,
shortbow, and longbow.
* Core Warlock Traits « free-rules 153
* Eldritch Invocations ¢ free-rules 153 === FEATS ===
You have unearthed Eldritch Invocations, pieces of
forbidden knowledge that imbue you with an abiding * Magic Initiate « PHB 168
magical ability or other lessons. If an invocation has a You learn two cantrips of your choice from one class’s
prerequisite, you must meet it to learn that invocation. spell list. You learn one 1st-level spell from that same
list, and can cast it at its lowest level once per long
| Armor of Shadows rest. Your spelicasting ability for these spells depends
You can cast Mage Armor on yourself without on the class you choose.
expending a spell slot.
| Sorcerer ¢
* Pact Magic « free-rules 153 Your spellcasting ability for these spells is Charisma.
=== HALF-ELF (VARIANT; MOON ELF OR SUN ELF
DESCENT) SPECIES TRAITS ===
* Darkvision ¢
You can see in darkness (shades of gray) up to 60 ft.
* Fey Ancestry ¢
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.
* Variant Feature (Chose 1) ¢
Chose 1
Skill Versatility. You gain proficiency in two skills of
your choice.
Elf Weapon Training. You have proficiency with the
longsword, shortsword, shortbow, and longbow.
Cantrip. You know one cantrip of your choice from the
wizard spell list. Intelligence is your spellcasting ability
for it.
| EIf Weapon Training
FEATURES & TRAITS
Leather 1 10 Ib. Ink Pen 1 --
Dagger 1 11b. Ink 1 --
Dagger 1 11b.
Sickle 1 21b.
Ink (1 ounce bottle) 1 -
Ink Pen 1 -
Clothes, Traveler's 1 4 1b.
Backpack 1 5 lb.
Book 1 51b.
Orb 1 31b.
WEIGHT CARRIED
48 b Qil 10 10 Ib.
ENCUMBERED Parchment 10 -
120 Ib. Tinderbox 1 11lb.
PUSH/DRAG/LIFT Book 1 5 Ib.
240 Ib. Lamp 1 11b.
EQUIPMENT
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Female 60 Medium

GENDER AGE SIZE

5'6"
HEIGHT

—

135
WEIGHT

Lawful Good

ALIGNMENT FAITH

Selune - Godde Pale

Lavender White
EYES HAIR
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CHARACTER APPEARANCE
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CREATIVE —I am not exactly like everyone else — and that's a wonderful thing.

| embrace my creative side, always on the lookout for opportunities to express

myself and think outside the box.

INSIGHTFUL — | know all too well that appearances can be misleading. | strive
to move beyond superficiality and seek out the deeper truths in life. This can
give me an almost uncanny ability to understand people’s true motivations,
feelings, and needs.

PERSONALITY TRAITS
L~ o~
[N "]
PERSONAL MISSION - | feel that my life has a unique purpose —
a mission that | was put onto this earth to fulfill. For me, one of the
most rewarding aspects of life is seeking out this purpose — and
then, once I've found it, striving to do it justice.

IDEALS
L~

o~
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[
I've been searching my whole life for the
answer to a certain question.

BONDS
|~ -~
N ~1
SENSITIVE TO CRITICISM — | am not averse to feedback — that
is, unless | believe that someone is challenging my most

cherished principles or values. When it comes to the issues that
are near and dear to me, | can become defensive or dismissive.

ALLIES & ORGANIZATIONS N

FLAWS

VY

-
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I was born under the mystic glow of the moon, my
destiny intertwined with the cosmic forces that
governed the universe. From an early age, | felt a
deep calling, a sense that my life held a unique
purpose waiting to be unraveled.

My pursuit of this purpose led me to become an
astral drifter, navigating the vastness of the Astral
Sea in search of answers to the burning question
that fueled my existence. During my cosmic
sojourn, | encountered a wandering deity—a being
of immense power and wisdom. Though the
encounter was brief, it left an indelible mark on my
soul.

In that fleeting moment within the Astral Sea, the
deity shared a secret, an obscure bit of cosmic
lore that when cultivated, allows one to avoid
death. This revelation became the guiding light
that fueled my celestial warlock abilities and
solidified my connection to the divine.

| embraced my creative side, reveling in the
unigueness that set me apart. Always eager to
express myself and think beyond conventional
boundaries, | found inspiration in the vast tapestry
of the cosmos. My insights, born from a
commitment to unraveling deeper truths, granted
me an almost uncanny ability to perceive the true
motivations, feelings, and needs of those around
me.

However, this insightfulness came at a cost.
Fiercely protective of my cherished principles and
values, | became sensitive to criticism. Challenges
to my core beliefs could trigger defensiveness or
dismissiveness as | guarded the sanctity of my
personal mission.

For me, life is a journey of purpose, a quest to
unearth the unique calling that defines my
existence. Every step, every encounter, and every
revelation in the Astral Sea are pieces of a cosmic
puzzle, leading me toward the fulfillment of my

CHARACTER BACKSTORY

Selune

Alignment: Chaotic Good

Alternate Names: Our Lady of Silver, The
Moonmaiden, The Night White Lady

Category: None

Domains: Knowledge, Life, Twilight

Pantheon: FaerGnian

Symbol: Pair of eyes surrounded by seven stars

Seldne is thought to be among the most ancient of
Faerln's deities. Most humans in Faer(n consider
the moon in the sky to literally be the goddess gazing
down on the world, and the trailing motes of light
behind it her tears. She is also a goddess of stars
and navigation as well as motherhood and
reproductive cycles. She is seen as a calm power,
frequently venerated by female humans as well as
by a mix of other folk: navigators and sailors, those
who work honestly at night, those seeking protection
in the dark, the lost, and the questing.

There are many legends about Sellne, chief among
them being the tale of the battle at the beginning of
time between Sellne and her sister, Shar. The Tears
of SellQne, the cluster of starry lights that follow the
moon around the sky, are thought to be brought
about by the goddess's joy, sorrow, or both.

Milk, a symbol of motherhood, is used in many rites
performed by the worshipers of Sellne, as are
trances and meditation. Those who favor her
typically set a bowl of milk outside on each night of
the full moon.

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
Q Eldritch Blast Warlock +5 1A 120 ft. V,S Instantaneous  free-rules 267 V/S
O Booming Blade Warlock +5 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
O Ray of Frost Magic Initiate +5 1A 60 ft. V,S Instantaneous  free-rules 311 /S
QO Fire Bolt Magic Initiate +5 1A 120 ft. V,S Instantaneous  free-rules 274 /S
=== 1st LEVEL === 1 PactO
O Hex Warlock - 1BA 90 ft. V,S,M  Concentration, upto 1 hour ~ free-rules 285 D: 1h, V/S/M
O Witch Bolt Warlock +5 1A 60 ft. V,S,M  concentation, up o 1 minute - PHB-2024 343 D: 1m, V/S/M
O Shield Magic Initiate -- 1R Self V.S 1 round free-rules 316 1/LR, D: 1Rnd, V/S
O Mage Armor Eldritch Invocations - 1A Touch V,S,M 8 hours free-rules 293 D: 8h, V/S/M
SPELLS
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